WARNING: READ BEFORE USING YOUR PLAYSTATIDN" GAME CONSOLE. 
A very small percent g of lndlvldu Is may experience epileptic seizures when exposed to ce1to1111 
light patterns or fl shlng light . Expo ure to certain patterns or backgrounds on a television sc 11•1111 
or while playing vld o g m , Including games played on the PlayStation game console, may 
induce an epil ptic s lzur In th e Individuals. Certain conditions may induce previously 
undet cted plleptlc symptom 
v n In persons who have no history of prior seizures or epilepsy. 


If you, or anyone in your f mlly, h s an epileptic condition, consult your physician prior to 
playing. If you experience ny of the following symptoms while playing a video game - dizziness, 
altered vision. eye or muscl twitches. loss of awareness, disorientation, any involuntary 
movement, or convulsion - IMMED IATELY discontinue use and consult your physician before 
resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 


USE OF UNOFFICIAL PRODUCT: 
The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 


HANDLING YOUR PLAYSTATIDN DISC: 
• This compact disc is intended for use only with the PlayStation game console. 


• Do not bend it, crush it, or submerge it in liquids. 


• Do not leave it in direct sunlight or near a radiator or other source of heat. 


Be sure to take an occasional rest break during extended play. 


• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 


case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 


Vagrant ~tory-the story 
of a hero who must lose 
all he cherishes to find 
the truth. 
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n a most heinous crime, the manor 
of:Duke Bardorba of Valcndia 
Kingdom was sciz.ed by a cult of 
religious fanatics knov.:n as 
Mullenkamp. A.lthough several innocents 
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were murdered, news of the incident was 
suppressed, and Sydney Losstarot, the leader 
of Mullcnkamp, has not been seen since. 


:Ouke Bardorba was away during the seiz.ure 
of the manor and escaped the atrocities. 
Yet one week later, an unknown assailant 
took the duke's life. Riskbreaker A.shley 
Riot, a member of the Valcndia Knights of 
the l?eace <VI<l?) entrusted with breaking 
the cultists' hold on the manor, was named 
as a suspect at a meeting ofl?arliamcnt. 
be disappeared shortly after the accusation. 


:During the week between the incident and 
the duke's assassination, suspected assassin 
A.shlcy made a peculiar trip to a city lost to 
memory ... The deserted city of lea Mondc. 


Lea Monde, now a shell of its former glory, 
housed more than 5,000 people during the 
Golden A.ge. Its prosperity ended 25 years 
ago when a Powerful earthguake struck 
the city. 


bigh tidal waters rushed in to fill the rift in 
the earth \cf t by the earthguake, cutting the 
city ofT from the outside world. Above the 
waters, the land shifted and twisted, losing 
much of its former shape. Beneath the city, 
where monks had once worked the stone 
into chambers and passageways, the vast, 
labyrinthine tomb became a home for the 
souls of the dead. 


The player will experience the crucial week 
duri11g A.shley's visit to Lea Monde. 


What happened in the haunted city? 
:Oid A.shlcy really assassinate the duke? 
Only the player, as A.shlcy, will be able to 
uncover the truth. 
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11e,IORY C,/IRD ;lot 
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Set up the Pla)Slation® giilll<' ronwk according to the instruclion~ in its manual. Make sur<' the power is off l:M.{orc inserting or mno1ing a rnmp3ct disc. Insert thl' \'agr,tnt Story'" 
dbc and dose me disc com. ln<i1 the po•er i; tuml'd on, thr opening mi, •ill h<gin. Press me ® hunon or START button during thr opening mmir to ad11nce to me Titlr 
Sm'tn. Select one of ilf follo,ing command, and P"'-' thr ® buuon. 
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~EW GA.11.E 
Sutt the game from the beginning. 


cmmr,1'E Continue the game from a prl'lioUS saw. For details. St'f "l.oadm~ the t;ame," li~ed bdow. 


VIBRATION Tum OMJFF thr 1ihr.uion hm,1ion of the lll'\LSIIOCK" analoi controller. 
SOU~D 
Sri the sound output to STEREO/MOlO. 


SAVING THE GAME 


Sa\'C the game at Cirrlc:. of Magic (S.1w· Point~) like lhl' one ~hollin on the nyu or at slor.ige rontainer.. 


Saw ~1e game by S('kt:Ung <l},na> from tht Mtnu Scret•n. tht'n selecting <Save> \\ilh the ® buuon. 


le\!. select MrnORY C\RD slm I or! and pnss me @ button. Select the file in ,hich to saie me ganw. If the me contains 
prc,iousl! sa1l'd game dau. thr game will confinn whrrhrr to orrr,,Tite mis file. Select <Yes, and pres.s me @ bunon to pn<et~ 


LOADING THE GAME 
Sdect 1hr eorra t MEl\ORI' CIRO slot and press me @ bu non. ll'\t. pf('S.< upido,n 011 thr ilirection~ buuons to ,elect thr filr to lood. 
and P""' the ® button 10 lood me fik 
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L2 burron--~D. 
,c~-- R2 burron 


Ll burron - ~t~~~t '~==~~ = ~ ~~\\- 
Rl button 


.6. bunon 


O burron 
X burron 


I . 


I P=---1- 0 button 


r<:=---->.---.J- righr srick 
'-- ---- 5T1\RT burron 
'----- 1\NALOG mode '"irch/ LOO 


t ThC' ldt s1kk ran l>c m,ed when the um is lit. 
t The DUAL"IIOCK™ :uialog controlJcr's \ihration fnnclion can UC tuntl'd OX/Off :ll tht• 'litk Scrl'cn or by selecting <Options> from the Menu Srrccn. 
S\\-itching hctwccn analog and digitaJ mode will not disable the vihr:11ion function. 
In :malog modl'. thl' kft stick can be used for the same functions as the dircction:1.l tmtton:,; drsc1ibcd throuv)lout this m:utual. 
To restan the game '"ithout turning lhc 1>0wt>roff, p~ the I.I, 1.2, RI. Rl, SEIJ~CT, :md ~IART buuonsat the s=.unctimc to c.x<"CUtl' the Soft R~'I fun<1ion. 
Messages may be advanced with the @.O.e .@. LI , 12, RI , or R2 button. 


M01t, grip, dimh up (presi in !he direaioo in •iiich IO dimb, and Alhlc) •ill grab a 
lt'dgr and pull J;m,df up to a ne,, lclrl), dtangc Jlffil)CCliit in Free-look mode 
Free-look 
---- 


Free-look, skip demo 
Zoom in I Zoom out 
F.xccute command, dr,w wtJJ)On (to S11itch to Battle Mode) 


Cancel, open doors and treasure hoxes, mm-e cuOO. (push, carT); place, etc.), 
end Free-look mode 


Jump 


DisplavMenuScreen 
Rotate map counterclockwise 
DisplJ!abbre,iatrdcommands 
RotUemapcloc,-.ise 
l'alk, ,-ht'll used ,ith dirroional buttons or left stick 


Battle .\lode (wcaPon drawn) 


Jirectional bunons or left ~tick 
nghtstick 
ST\RTbutton 


SELECT button 
® button 


(; button 
® hutton 
(! hunon 


LI button 
Llbutton 
RI hutton 
Rl hLIUOTI 


.'v\rnu 5,:rccn 


d1rernonal button~ or ll'h ,tid; 
ngh1 ~lick 
SI\RJ button 
mmhutton 
® button 
Cl hutton 
® button 
0 hutton 
l!buuon 
l2button 


RI button 


R2 hunon 


- 
MOI-,-. selet:t 
- 
ta!!el 
-,- in-~- -g_j)lm 
--,--.-,dtan 
- ge- per,pccll1 
- . - --, i-n F-.ree-,--look 
-,--mode-,----, 


Free-look 
Free-look, skip demo 
Zoom in I Zoom out 
F.,ecu~ command, open and dose~ sphcn,, use battle ahilify 
(wht'll atuckingordefending) 


Cane~ close urget sphere. t'lld Free-I~ S11itch to Normal Mode 
Jump, use battleabilify(wht'llattackingordeft'llding) 
~lay McnuScreen.hattleabilify(whcnattackingordefcndin&)_ 


Route map countcrtlock•ise 


Display abbr~iatrd commands. S11itch targets during targ~ selcction 
Rotatemapclocl-.ise 
\\'alk, ,-hen used•ithdirectional bunonsorlefi~ick 


Mo,·e cursor. s,,i1ch menus ~hile the <Items> window is open 


Not used 


Not used 
Not used 
Execute command 
Cancel 
Not used 


Close menu 
Switch menus. swi1ch between Ashte~ and opponents in the <Status> window 


Nol used 
Switch menus. switch between As-1!k) and opponents in the <Status> windnw 


Not used 


t \\'hen abbreifatrd commands arr displai\'11. P""-' the approprirue button to 1iN the scll'ftrd menu. 
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Name: Ashley Riot 
Age: late 20s 


height: 6'o" 


As,ociation: VKQ <Valcndia Knights of the 
Qcarc) Riskbrcakcr Militia 


Af1er gradua1in~ as 1·aledic1orian from 1he VKP Academ1, A.lhilI 
worked as an elile soldier. Following 1he lragic dcaih ol his wife and 
child al 1he hands of a mllian, he 1rJnSfcmd 10 1he Dangerous 


Criminal Task Force, a.k.a. "Riskbrcaker," !he mos! danger-ridden po~ 


in 1he I KP where he remains wday. 


Riskbrcakers conduct tl1eir imcstigations :done, infiliraling inlo and in,cs1igaling 
foreign crime S)Tidicalcs. Many lose !heir li,cs during !heir assignments; tl1e 
sun·i,al ra1e s1ands al lcs.1 tl1an 30 pcrcenl. Ashlc1. mainlaining his calm in :ul 
silu:uions. has succeeded in mission after mission. 


When Miillenkamp cultists emered 1he Gra1bnd1 and seized Bardorba's 
manor. a chain of rren~ was sel inlo molion, ending 11i1h !he 
assassination of Duke Bardorb:1. Ashley's imolvemenl in lhe intrigues 
al 1he manor makes him a prime suspecl in 1he duke·, assas.sina1ion. 


A Riskbmker wilh a 1ragic pas!, A.lhlcv mus! now face an uurenaiu 


fmure. Only his effons can re1·rJI 1he 1n11h and clear his name. 


Name: Romeo Guildcnstcrn 


Agc:34 
height: 5'11" 


· 
As,ociation: Knights of the C,ross 


Leader of 1he "Crim,on Blades'' - Knigh~ of 1he Cross. a miliiary order 
under !he direr! conlrol of !he cardinal. 


Altl1ou~1 every bil a knigln of elegance and breeding, Romeo can be utterly 
cold-blooded, never hcsiialing in !he name of juslice for 1he kingdom. 


He led lhe Knights of 1he Cross during 1he incidenl al Duke Bardorba's manor and 
Jed 1he effon 10 suppress lhc riots 1ha1 ensued. Why 1he cardinal's Knights of the Cross 


became inm~t'd despile haiing rcreilt'd no orders 10 do so remains a ITl)~etV. 


Name: ,5ydncy Losstarot 
Age: Unkno\\'O narc 20s ?) 


height: 5'10" 


As~iation: Miillcnkamp 


Leader of a cuh that worships 1he anrienl priesless Mtillenkamp. Sydney is a scJf. 
professed prophel who preaches abo111 human weaknesses and the end of tl1e world 


Sydney can precisely describe lhe past of !hose he mre~. and ii is mmored 1hat he ran 
manipul:11e 01hcrs al his ~ill. His charisma has altracied a zealous follow111g prnmp11ng 


Parliamenl 10 declare 1he Miillenkamp cuh a thrcal to stale seeuri1y. 


After mas1erminding the seizure of 1he Bardorba Manor in 1he Graylands, Sydney held 
1he duke's f:unily and servants hostage in e,change for 1he relrase of his followers, 


but ii seems tha1 his 1rue inlem Jay elsewhere. 


Riskbrcaker Ashley Rio! encoun1ers Sydney seemingly by chance during his 


mis.1ion, b1111heir mrtling was ordained by fa1e. 


Rtlding the game scnm, during ~omral Mode (See page 1- for infonnation on re-.uling screens during Ba!tle Mode). 
HP 
CurrentllitPoinl.'i / Ma.\imumllit Points. 
l!Pslowl~ regener.UeO\ertinll'. WhL'll 
\shle<s l\P reich zero. the game ;, ""· 


wrrent Magic Poinb I M,ximum M,gir 
Poin~. MP arr used to ca.~ magir spells. 


TIIE MENU SCREEN COMMANDS 
Pr,,., the 19 bullon during gameplay to 1iew the Menu Screen 


MAGIC 


MP 


RISK 


MPslowlrregener,1co1rrtime. 


lncrease,15Ashlevattack.'irnrmirs,:ind 
decrr,,es01ertime.~henHISK ishigh, 
,\shla\hit r,tedecrcases, huthisrhance 
oflandingacritiral hitincrtro. 


Simple Map 
A limit,~ map uf Ashlt1 's rurrrnt 
loc,tion. The red dot denotes point ,here 
Ashlecenter<~thcroom,andthewhite 
do~ show the room's other Cli~. 


limb Gauge 
Displ~s the condition of ,bhlcy 's bod! 
pans using diffen,,t colors. The meaning 
of e-,ch color;,, explained on p,ge I\. 


Displa1s the list of spells Ashla• has learned. This option ,ill not be available until Ashley has lr,roed at lc:tSt one spell. 


BREAK ARTS 
Displa1s the BwJk ,lrts for the current!) equipped weapon. Select <View Ans> to 1iew •hirh Break Ans have bro, learned for each weapon 
~l"· lnis option ,111 1101 be 11>ilable until Ashley· has learned at least one BrcJk Art. 


BAmE ABILITIES 
Displa)S the Chain and l)(>fens, Abilities that Ashlee has learned. To as.sign ,bilities to the bunons. select either <Ch>in Abilities> or 
<il(>fense Abilities> from this ,indO\I. From the Ii~ of 11>ilable b,,ttle techniques. choose thro, abilities std as.sign a button ( @. e.@ J 
to r,ch. When an abili~· h,s been assigned 10 a bunoo successfulh. the icon for that b,non ,ill apfl<".lr ne\l ~ the technique. Ch,oge button 
8 mignment~ at .my time. 


ITEMS 


Equip 


Setup 


Display currently equipped ,,'aJ)Ons and annor. Select a bods r•rt 10 ,;,.. the Ii~ of weapon, ind annor that can 


be equipped to that bod) part. Stcti the .-e,pon or annor to equip. then pres, the @ buuon to ec101p the item. 


To customi1,e \\t.tpOns and :umor options, seka <&1up> .md choose among the folJO\\ing options 
(Seep,ge lO & ll for full dcscriJ>tion): 


· Assemble Weapons 
The op1io1~ to tbe left are on~ a,,iilable ,ithin 


· Repair 
the work.1ho1• throughout lei Monde 


· Combine 
(See page 10 & 11 for dl'tli~). 


• Attach Gems 
- Disassemble 
. Rename 


Set gems in 1teapons o,d shields. 


Disas.,:;emblr 1u,·.1pon~ and shields into their ind:\idual componenL\ 
Chs1ge weapon n,mes. Select the weapon name to change •ith the directional buuosv1cft stirk. Enter a nc-w n,me, 
then selec1 <Ob or press the START bunon 10 accept the name. Ntxt. sek<t <Yes> to complcte inxcntory. 


In the <Items> •indo.. pressing the LI/RI buttons or the lcftiri~II ilirectional bottons allo-, the pla1er to scroU throuih the foll,.'ing catl'g()rics: 
® \'\'eapons 
View all Wt.".apons in im't'fllOI). A ma\imum of right we-.pons can be stored in in\·entOI). 


(S) Blades 
11ew all hl"1es in iml'llto~. Weapon blades arr used in ,ork.<hops as assembl) m:ucrials. A m,ximum of sixteen bbdt~ can be ~ored in int<ston. 


(:t) Grips 
11ew all grips in in,ento~. Weapon grips arr osed in worl<shops as assemb~ rnaJrrials. A ntl\imum of sixteen grip, can be ~ored in in,ento~. 


@ 
shields 
@) Armor 
@) Gems 


@Misc 


\'icw all shiclds in inninto~: A nuo:imum or eight shields can be stored in im·cntory. 


\iew all ~T>e. of annor in im·en1ory. A muimum of sixlttn annor can be stored in inn•mory. 


\It"\\' all gl1ns in im'C1J.!OI)'. Attach gems 10 weapons and shields. A ma.\imum of -18 gt·ms can be stored in imc111ory. 


\'iew all miscellaneous ilcm.~ in inn'T1tory. Selrcl an itrm to use from this list. Then srll'Ct U:,i(' and choose a llrgl't for thr item. Confirm the etrgrt 10 use thl' 
ilcm. A ma.ximum or 64 different items can br stored in im·cntOI)' 


SeardJ/D~cani/Sorr/Kepair/Status 
i nen selecting w111xms, annor, and parts, press the@ button to se1rch. diS<1J1i, and sort them. 


Search 
Discard 
Discard All 
Status 


Searchforweapons,ndshiel<l>thinsetheselctiedpart 
Discard die selected weapon, annor. or part from inxl'llto~, F.quipped items cannot be disorded. To disonl the item, select <Yes>. 
Ooh appears whm <Misc> is selected. \Jiscards all of the selctied i1Cf11S. To discard the item, seloo <Yes>. 


\it."11' status for w~ns, blade,, grips, armor, and gems by pressing thl' @ bunon. 


Jo check thestam, of a particubritem. most the curlOr 10th~ item and presstbe @ hunon. Lse the LI/RI huttons to,;.- tbe status of other items of the- ~1"· 
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Reading Item Slatus 


DP 


Pl' 


ORG 


EQP 
Rl\GE 


RISK 


AITACMITR 


AITACK/l~T 
. \Gil.In' 


Damage Poin~. ll'hen an itC1n's DP ,,.,ch zero, that item's efficieno is dr:istictlh reduel'd. 
Ph>n~m Poinb. lncrea" ,s "'JlO"' and shields are used. The g,;,,1er the 1,lu;, the higher the atuck power (for weapons) or the defense P'"" (for ,hiclds). 
Phantom Poin~ gradualli decrease ,tile the weapon and shield remain dri,n. 


Theinitialstal.\forthatitem. 


TI1e final, combined ,;Jue for all Slat.I (a combination of .t,hley's sta~ and the weapon. armor. and accesso~·s st,~). 
ll'capons,ithabighrangehaveal~erurgctingsphere(anachrmge). 


RISK point, add,11 a1 UJC time of anack. 
lligher,1reogthinrreasesanackpowerandendnranccll'1el. 
lligherintelligenccincrease,cffrcti1tnes.<of andresis1a11ce10magic. 
llighera~li~increiseschance1ohi10re»de . 


for (Jass. Tl]l('. and Affini~. the grealCr 1he 1:due. the greater the effect. Don't e\jlect great results if the »lue is neg,u,·e. 


CI.\SS 
IIDl\.l 
B~ 
l'SDl'.lD 
Pllli\10ll 
DRIGO\ 
E\'IL 


mE 
BU'\1 


FllGl'.D 
PJERCl~G 


.IFFINITY 
im~JC\L 


AIR 
HRE 


1'.ARTII 


\\ATER 
UGIIT 
D.\RK 
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llick/Dclense 1:due again& human and dcmihuman enemies. 
\1uck/Jlefense1:ilueagainsbeasts. 
Atuck/Ocfense1:ilueagain&unde:ldenen1ies. 
Auark/Ocfense 1:due agaiQ~ phamoms. 
Attackroefense,'3.lue againSl dr.igons. 
llick/Jlefense ,:due ,gains l'lil enemies. 


.111ack/Ocfense1:iluewith/again& blunt weapons. 
llirk/Dden~· ,,Jue ,ith/agains edged ,e,pons. 
Auack/llefcnse 1:d11e ,ith/again. piercing weapons. 


.11uck/Dclenseralueforph)sicalproperty. 
Arutrk/Jlef1~se1>iueforairproperl). 
AnacklDefense 11h• for fire property. 
A1uck/llefense1>iueforedrthproperty. 
.~uck/Ocfense 1:ilue for w~cr property. 
.111ack/Ocfmse1'1iueforijgh1properl)·. 
\llack/Ocfense1:tluefordarl< propertY. 


STATUS 


As Ashil'\ progr= through irl Mon de. each of his ,,nous stab ,ill inrre-.tSe. including Hit Poin~ and Magic Poim,. The status of 
each limb i> displayed here. Pres., the ® buuon to 1iew <kuiled properties. Oieck the statu, of ani enem) on de m~, h1 pres.sing the 
LJ/R I bunons. To 1ie, the enenty's r,r:une1e~. the spell "An,Ji,is" must be in effect. 


Re,ding Character Status 


ORG 
The initial i,Juc of tdCh stat. 


EQP 
The final, rombined 1'1iue for all stab {a combination of .lshlcy's stats and the WtdJlOn. ammr, 
andaccesso~·s,tats). 
,TR!clGTIJ 
The greater the 11Jue. the higher the atL1Ck power and endur.mre J~·el. 


l\lELLIGF.ICE 
The glC',trr the i,Juc, the greater the magic effects and resi~ance power. 


AGILITI' 
R.ARM 
LAR)I 
llf.10 


BODY 


LI'GS 


Thc grmtcrthc\'alut•, thebctirrchancc1ohi1orcrndeattacks. 
Righ1aro1 
Lehanu 
llead 
llody 


Legs 


LEGS• EXCELLENT 


Llmb 
Color 
Sbtus 


Limbstatuschangc:,asfollo": 
F.xcellent 
(Blue) 
The best status. Periectlvhe,lthv. 


Good 
(Green) 
Good su11~. Use cautioi 
· 


! Some monstc:~ lwe other hit Joc,tions DOI shmm here. 
A1mge 
Ocl~w) 
Somtal status. Not dangerous, but 11oid battle. 


iben a bod) part is "d)ing:· the foU011ing penalties app~: 


R. ARI! 
"A11:tck i-0%" {Normal auack and Break Art dantage is h~1edJ 


L. ARI! 
"PiTI)' i0%" {Oianre to pam is hthed) 


IIF.ID 
"Silence" (Cannot use magic) 


BODY 
'RISK JOO\" {RISK increases grad11all1 ,hen the lalNCI sphere L< opened) 


LEGS 
"Mo,e i0%" (Movement speed is halved) 


MAP 


Displa1sthemap. 


directionalhnuons 
® bunon 
l! bunon + directional hunons/right ~ick 
LI/RI bunons 
R! bunon + directional bunon;IR! bunon + 11~ stick 


Scrollscn'('!I 
Li>1.<all11'1ilablemaps 
Ro~tem,p 
C1tles1hroughroomsincurren1map 


Zoom in / 7.oorn out 


Bad 
(OrJ11ge) 
Bad staius. Serious~ wounded. 


D)ing 
(Red) 
Thewo\Slstatus. · 


t E2ch stale isindic:ued by different color. 
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DATA 
<531·e, or <lmd> game daLt ::,,.. page j for deuil1. 


OPTIOXS 
Modin g:t111rS<11ing,: 


Simple.llap 


Timing 
U'eapon :iutus 


Am1orS1a1us 
Cursor ,llenm 
lnfomration · 
PurzleMode 
Sound 
\'ihr:nion 


SCORE 


01:mge th, displar method for lhe simple ffi',P. 
Tun, the Ba11le Abili~· timing displll OWFI (The ·r· mat appears abote ~,hi~ ·s hc,d denotes Brutlr Ahili~ input timing.) 
Displai :tJt\ weapon status changes when Ashl~ attacks. (Blue is positite, :mtl red is ncgath-r.) 
Displa1 anr am1or stall~ change, when Ashl~ is attacked. (Blue is positiw. and red is nepti1·e. I 
Store till' rnrsor's last menu position. The cursor \liill rrtum to its pmious position \\hen the menu b Tl'Opt'lll'd. 
Toigle the infomration displai on lhe bonom of lhe scn~n 0.1/0FI. 
Set puule (faolve or Dir') mode OX/Off 
Set sound ou1p11110 STEREO/MO~O. 
Tum OWff lhe 1ibration function of lhe Dl'.\LIIIO(J~ :malog con1roller. 


Displa1 11rious scores :t11d gamcplai infonnation. such as titles receh'ed. enemies defeated, percent,gf of map romplNed, ~c. 


QUICK MANUAL 
Lsc the Quirk M:t11ual to acrrs:, infonnruiou on controb. combat, magic, :t11d s<reen laiout. or to 1it'lf g:uuepla1 tips. 
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DOORS 
Mlny different ~Jl'S of doo" corml.'CI Lci Monde's rooms to one another. Somera be opened easi~. while others mu~ be unlocked before lh~ can 
be opened. To unlock doo". SC'.uth fork~, or switcht's. Soml'times. ceruio mon~"' mu~ be defeated before a door will unlock. 


TREASURE CHESl'S 


To open a trf:tS\Jre rhesl, press lhe O bunon whik ~anding dirl.'Cli\ in fronl of ii. The lid will open, ~,d all~ 
or the itrllb cont.lined \\i~1in \\ill be displayed MoH• the 01rsor m·rr the item you \\ish 10 takr, and press the 
® bunon; !he item will mme 10 rour imrnton. Pres., lhr @ huuon to llkr :ill thr items from thr 1rea.,urr 
chest. Press the O hunon at clll).limr 10 close.the 1rrasure chrst. Any remaining ilems \\ill be discardt'd and 
lost fon''i'er. If A.5hl~· cannot ra~ an)' more of a particular ilrm. press thl' ® buuon whilt' thr itl'm list is 
displayl'd 10 1'il'\\ 1\)hll: 's inrcnto~·. Select rut} nnwa1111.'d itm1s from this list and l'ither disc:m., or di~ble them. This W'd}1 Ashl~; mal be ahll' to make room for Ill'\\ itt·ms. 


Some tr\'asure chesiS m~ be locked. To unlock lhc,r chels. ether find a k~ w open lhem or use the Unlock spell. 


CONTAINERS 
Containers are ch&s u.x'd to storr items from A.~hlrt's imentorr Items 
placed into 2 container can be accessed from an} co.ntaincr in ~r game. 


Since Ashla can onl\' ~m a limitl'd number of item.\ ii is \\ise to storr 
txtra items .in con\al;rr~. Press lhe O bu non while ~ding in front of I 
containrrtotakeotnandstorcitt•ms. 


RemO\e and Store 
Select <Rem0>e> to bring up the <Items> window. l'ress lhe lefVright dirtl'tional 
buttons or lhr LI/RI buttons to ,iew items that can be rrmo\Cd from thr container. 
Select the item to remo,e from the container and 11ress lhc ® huuon. ,se lhe 
s,me steps w ~ore items. While the item is hi~dight~I. rou can manual~· ,~'1Jl i~ 
position ,·ilh another item in irc list. Sell.'CI another item to romplete the S\1'1jl. 


Prc.<,s thr @ bunon \\hile an item is highlighwd to hring up thl' follo\\ing option~· 


h1.'ITl.,inirnrn10~ 


'iumberofit('11b - 
currt'lld)hcld/ 
ma.\imumcapacity 


Remoral/Storagc Remow items or storr them in J omainer. To 1iew tilt' items being ren101t'd or stored. sck't.1 'T' from lhe <lli'lllS> menu. 
Discard 
Discard , specified number of the scll.'Cled item. 


Disc-.u-d All 
Discard ~I of the specified item. 


Sort 
Re-.mn~ items ~ item ~lX' or amount 


Alier dtciding which items 1, rm101e or discard. press lhe ® bunon and scil.'CI <l'es> to finish. 


Xote: If the corrent game da~ doe;, 001 mich lhe dau on lhe MHIORY C\RD. or lhe Mf.llORY C\RD containing sired dat1 is not inserted 
into a Mt:~OR\' CIRD slot, I-OU will not be abk to acres, itm,s >1ored in containers. 


lllllt.1'('()h[l'!ll:i 


CUBF.S 
\,nous cubes 1hroughou1 lhe dungeon c,n he Slacked or pushed 10 creue looting for Ashl~·. Sonll' cubes c,n he dt'Slro,l'11 ,ilh 
we,pons .. tjl cubes ,ill ""1 ouce Ashk, lea,-,, lhe room. 


Types of Cubes: 


Rolling cube 
Coumercubc 


l'ushcubc 
Sliding cube 
Lihingcube 


Magnet rube 


RoU 1hes,cubesone tile [an area of I cube) in an, unblockl'11 dirfflion. 
ldenlicru 10 Rolling cub<,. bul •ilh earh m01t. ihccoun1er deems,, b) one. \lnro 1he counler reache, zero. 
1hecubcdisappra~. 
Slide 1hcse rubes one tile in am unblockl'11 ilirection. The,e cubes c:m he dl'S1ro,·ed. 
Slide 1hes,cubesin anydirec1i;n.a11d1hc, willcoutinueun1ilcollidingwi1h anob~acleorfalling. 
Uflandcirrv1hes,cubes1oa1101herloratinn. C:Jn hedes1roved. 


Uh aid carry lhcs,· cubes 10 anollll'r location. There are red. and blue magnel a,bes. When culxs of lhe same color are ~acked on lop of one anolher, 1hc cnlw 
on IOp Oo:us one cubc-space above 1he bonom cube. When "~ and blue arc siaci-ed. lhe rubes will join and Slai locked in 1hrir currem posi1ion. Thes, cubes 
rnnnol be dC'tached once tht1 are connected. The m.1gnetir force onl~ affl'CI~ cu~ :-uc~ed \CT1iC1ll}. 


.\dvict from the \'KP # I - \lnen rlimbing diffs, use cubes or jump. 
Heighl ol l cubes: More 10,ards lhe wall 10 grip and climb up. 
lleighl ol 3 cubes: Jump 10 grip, or mow cubes 10 cmte a higher pla1fom1. 


lleigh1 ol 4 c>bes: Caonm climb •ilhou1 help. If Ihm is only one cube, grip ~ jumping from 1he 1op ol lhai cube. Grip ,ilhou1 jumping b) siac~ng I cubes. 


Advice from the VKP #2 - le:i Mondc i; a place of m1,1ery. 
.~I cubes ,ill 
m 10 1heir ori~nru posi1ion once Mhl') lca,cs !he.room. [sc ibis fc.iure 10 undo mi~akcs. 


] 
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1. 


TRAPS 
nitre are many ltd.fl\ \\lihin Lci Mondt>. Step on them at your mm ri$k! 


Marking Traps 


Discom lraps hi' using markings. Marking m~ho<l, arv liSled belou. 


Using items 


Using magic 


Triggering traps 


Usc '°F.ICOf Argon." 
t,···iureka·mag;c. 


Once a trJp h triggered, it will remain \'i~iblc. 


7 Mar~in~ are \:tlid until ,\.~hlry (•\it:,. 1he room. 


·~pes ofTr,ps 


o,alh lapor 
f.ruplion 
f 
2C 


Gust 
l 
Thrust 


Holy Light 


los 


P•,1sonPancl 
P:lrali,isPancl 


Cur;e Panel 
llcal Pa1el 
Cure Panel 


l'h1,icru ilin,1 danage 1rap. Acidic mpor is rrlca.<ed heocalh Ashl~ ·, IN,. 
F,re-based diR'Cl damage lrdp. Rames rise heo,,ub \shl~"s fet'l. 
lf~er-bi<ed dirl'Ct damage lr,lj). free1ing 111por is rclc:iscd heoeafu lshl~ 's lcet 
Air·based ilim1 damage lrJp. Suddts r:uor-,harp hursb of ,ind are relc:iscd hene,lh is111~·s fet'l. 
F.arth-h-.ised ilirea damage 1rap. Cause, damage b) c~-sirulizing nearbl elroJCnK 
Llgh1dirffld:imagelrJjl.Bla1ingligh1spr,:11lshenea1h .\shlc,'sfet'l. 
Dark di reel d:image lrJjl. ll:!rknc,s spr<dds heoeMh Ashlc, 's feet. 
Stuus abnormali~ 1rap. Poisonous g,s is rele.ised heocalh Ashl" ·s let'!, causing ··Poison· smus. 
Status abnunnali~ lr,tp. Anacsllll'tic ga.s is rdcased beneath Ashley·s fet1, rau~ing "Paral)sis" smtus. 
SlalUs abnonnalicy 1rap. An !'ii spiril lockc, 001('1Jh 1he ground is rele.ised. musing ··curied" Sl:IIUS. 
Rl'<ovciv. The power of 1hc gnd Fonuna ~ore; a few IW 
Rrco\·ery. Tlw dh·ine proterlivr power of the god Fonuna removes all statu~ abnonnalitirs. 


STATIJS AB~Olli\l,\LITIES 


Some alllcl<s and t12111 cruse 11:1tus abnormalities. Some SUtus abnonnalities •ii re«,-.r ,ith tinJl'. ,ilile oth~ C1J1 on!) be remo1ed 
•ith the aid of items and magic. 


STR·tlllm 
STR·up 
I.\T-do'lt'D 
Ill-up 
AGL-do1TI 
AGl.-up 
Quicken 
Sill'fll 
Par.th-sis 
PoiSOfl 
~umboess 


STRLIGT!tdecmsts. 
STll!.'"llt incre,s,s. 
tllHJJGF.IIIdo:n,,st,. 
tmWGl:IIIinc= 
AGtUIYdecmses. 
AGIUTI'inm.'2St'S. 
M01em('fltspl'l'dincre:tieS. 
Magiccann01beused. 
Weapons,b,re-handed•ocks,andBmi<Anscannotbeused 
llPdecreise01-ertime. 
Mo.-emon spo,I il«r,w, llllll< ,\bililies "' 
disahlcd.andsm:allconrnbioM•llCk Ashltr'sbodv. 
STR.tlT,andAGl.,lldo:rease. 
· 
· 


IIPnw,")spo,imcmses 


Anti·MagicSpdl 
lll'ffl Ahili~ Decrr.ise 
liemAbili~ tncr,,se 
AluchAir 
Anacbtire 
AIUcbEarth 
An.:hfoo 
Resist Air 
Resistfirt 
Re,igEarth 
Re,igfJltr 


Ad,fre from ~,e VKP 13 - Ile careful ,hen auac~ng from behind obslacles. 
Obsudes n • hinder a11acls, so lxware! 


Ad,·ice from the \lU' I 4 - !ltange per.<p<cti1es. 


f.anceJsthene,tspellCISlonAshley. 
ie,pooandvmorlbilitiesd<crealt;cannotclungeequipment 
'lfe1ponandannorabilitiesincmse. 
\\'rapon'sAirproper1)•iocreases.F.211hpro~decrease'i. 
\'rapon'sfirepropertyincreases.WaterpropcrtJ~- 
l'eapon's FJrtlpropertJ'increases.Mrprope,ndecreases. 
\'t.ipon's l'aierpropenyincreases.Firepropertydecrem. 
Armor's Airp~·iocreases.Earthp~d~. 
Armor's firt property iocreasfS. la!Cr property docmse;. 
Armor's Earth P"""1r incJms. Mr proper!! decrms. 
Armor's l'alcr ~ 
increNS. tire property decreases. 


!ltange to fir.<t·person per.<pooi,e (Fret-look) to disco,·er ~.!SS!ges in high areas and obsene situations below clil!s. 
Fret-look in fiJSt·pe 
pcrsp<<ti>e to find hidden door> and tre2S1lre boxes, too. 


BATitEMODE 
Pres., the ® bunon 10 nuke !shlei dra, hl1 wedj)On and enter Banle \lode. Doring B:nde Mode, cubes C!Jlnot ht• lihed and cmied and ,aJb C1Jmot be climbed 


READING 11IE SCREEN 


II01lY 
HP 22/10111 
TAIGET: Slnale E«iD/PHYIHIIUII 


Targe1 Information 
I. Target enem)' name or limb (iarget m). 
l. Estimatrd dJmage thr attack 'oliU cause enemy or the largetcd limb. \Then sutus 
abnormalities occur. the nme of the status abnonuality iill be di.~layrd JS well. 


). Prrrentage chJJ1cr of hitting la,gt'K'd enemy or limb. When the attack has added 
cllert,,such,ssurnslboonnalilies,thesearealsoilispl~i:d. 


,. T")\CI\JJ(' (limb. mon,rube. mollS1'rJ. 
S.An,ckqpcand,Hinis. 
6.0lS.lolenemv. 


Attack ,~ethod 
\n cnemi mUSI be at lea~ partiall) ,ithin the r,nge outlined ~ the Urg<'ling sphere. 


Che<:k this I,, pressing the ® bonon to bring op the targ<'ling sphere. 


Mersell'\1inganareato:tlUCk.prr;,;the® bunontost1rtthe:tlUCk.litherearese,l.'l'dieoonies 
•idun the ta,gcting sphere. decide •hifh enemy to anack and roofinn with the ® button. 


BAffiEABILIIT 
Shortl,· after oncring Le:i Mondc, ~,hlt1 begius to acquire Batdc Abilities. Tim ,re two hJJeS of Ba11Je Abiliti"; 
!ltain Abilities and llcfenseAbilities. 


Lsing Banle Abilitits 


Bv assi~ung Battle Abilities to the ®· 8 , and @ hunons, mu Clll use these special techniques during hide. 


Acquiring Battle Abilities 
ti !lt~n or Oefense Abilities are used socces.sfull1 .. !shlei ,ill g:lin experience poin~ for acquiring new Batde .\bilitie,. After acquiring 


enough rxprrience poinl'I. A.shit')· ran le:im a IK'I Blltlr Ahili~. To acquire a new lla1tl<' Ahili~. select eithrr Chain Ahili~ or Defense Ahili~. 
\ Ii~ of abilities l<hl~ ha, not,~ Je,med will be d,spl~ed. Select the abilin ~t best suib iour com~1t syle. 


rn~rnlG~IERE 


- 
Di<pbj,mrange.Tbesu,and 
,lup<ol1heo))\l'li"!spherediffer 
:ICCOrdi~tolhel\peofa112ck. 


- 
F~·Umbshargt1:trl"JS) 


_ 
TARt:f.11,IFOR,ltllttl~ 


fa1em~ hmbs (targl1 att·Js) cum.11tlr 
~lectedfor~UJCk.Set.-lU'tadsa1lcf1. 
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Do~ <¢Dcn;fi ne~t9TeM~ ~~~~ 
~ MrW~YifreM~ ~4 


Chain Ab,hty (Attack l)p<) 
Ls, Chain .lbilities b) pn,s.sing, bu non (that 1ou ha1·e alre,d1 a.ssigned to a Olain Abili~) at the C\2d moment Ashll')'S •eipon hits 
the enem1. If ,ou are succc.ssful. rour ~ucl will h,l'e 311 added effa1. You can link multiple Chain Abilities 10,:,lhcr if mu continue 
pres.,ing mhe; Olain Abilities ,ith peifect timing. {\liith the correct timing, )UU C3ll p,ifonn multiple con,ecuiive attaci.s.) 


Defense Abiliq· (Defense 1\1") 
Defense \bilities can guard again~ hoth pbi,iral and magic,l attacks. At the e\al1 moment an encm1 attack hits ~1hll'), pn,s.s one of 
the Defense .lbilit1 hunons to obtain added effects. l nlike Chain Abilities, Defense Abilities cannot be tri&\er~I cons«utilCI). 


Tuning Feedback 
A mes.<age wiU disp{ay hO' acrnrately the Battle Ahili~ button was pressed: 


TOOF,llf1 
Too early 


F~IT' 
fast 


0001! 
Penecttiming 


SLOW' 
SI°' 


TOOSL0'!'1 
Too ~IOI\' 


'In addition to the abw. the '°nis GOOD1• EXCEUF.\l'. RIGHT O~•. PERf1:CI', ~Bl TI\IF.D!, \tCF!. and GRFJ~ ma, appear. 
but the) all h:11, the ,;ame meming as COOi.' latch the comment signal, to diSCOl<r the corre<t timing for rour atL1Cks. 


liming Displa) 
\hen the opuon <Timing Displap is tumed on. an exclamation point(!) ,ill appear to help indic,te the point at •hich the Battle Ahili~ button 
should be p!ls.s'II. Press a ~tie Abilify button ~ the momelll the e:.clamation point is displayed and rour surcl>.I rate will ri,e. 


Advice from the VKP 15 - Ls, the , Map> command. 
If a key or sigil is found, it may open a pmiously t'!KOuntm'<l locked diKr or chest 
Select <Map> from the Menu Screen :tnd look for rooms where locked doo~ are located. 


BREAK ARTS 
Speci" techniques th~ c,n be le;med for e;ich \JI' of we:ipon. 


LsingBreakArll 
Open the Menu Screen and se1"1 <Hre;k Ar1S> to 1iew the Breal Art, a1•aHable 


10 the currently equipped •eapon. Select a Bre;k An. then target an en~v to 
beginthe111t:1ck. 


Select <View Arb> to 1iew a list of all welj)Ons. Weapons for which Ashley has learoed Bre;k Ar1S will be displayed in a white font. 
Pres.\ the ® button while a we;pon is highlighted to check all a1ailable Break Art, for thill particular ,wpon n1~- 


lsing Bre:ik Arb consumes llP. Kcl}ing too hC'J\ily on Break Arts can cause more hann ~1an good. 


Acquiring Break Arts 
To il"A111 nrw Break Ans, A.,hl1.•y must acquire l'\perirnce v.i1h his Wl~.1.pons. Gain experience by using weapons to deft.it enemies. 


Different ,eapon \]X'S ha1r different Break Ar1S: the e1perience points gained for e,ch w01pon are ,pecifically used to acquire 
Break ins for that ~JI' of ,eapon. 


MAGIC 
In order to u,e magir. fiN find the "Grimoires" sc,uen,1 throughout t.ci llonde. l,e the Grimoire to le,m the magic .-ritten on its p,ges. 


Each maw, spell uses, cenain amount or !W As long as he has enough MP. Ashley can rut an, m1g1c spells he has le.med. tr \Ihle\ does not 
ha1e the necessan amount or MP to cast a sp<II, he cannot cast tl11t spell.~ r•:;e 2l for a li~ of sumc or the magic •hich can be uled. 


L:sing Grimoirts 
Select the Grimoire to use rrom the Ilise categoiy within the <Items> ,indow. Select the targ~ for the Grimoire·s spell >id pres.1 the ® button. 


The ~-pell consumes lhe neces.'i:lr) MP as the magic wrinen in ~1e Grimoire is cast. 


Using Magic 
\\hi~ learos anv magic spell mt using a Grimoire. Select <Magic> to 1iew each ~]X' of magic. Sela1 the ~JI' or magic to us, to"" a liq of the 
spells .\,hll')· has learned. Select , spell to cse from the li,t to open the targeting sphere: pres, the ® button to cast the spell. If .bW'! does not haw 
enough \IP. the spell cannot be used. :iome magic spelb ha1e >i area of effect.The speU ,ill al!ect "I targets •ithin range {including \shley). 
Ch>ige the hcight of the sphere bl p..,,;ng the UJYdO'° directiooal buttons during rm:;e selection. 


ACQUIRl~G ITEMS 
Aftersomehanle.Ashlcymayfinditems. 


If, defeued ene,m ha.s an item. an item Ii~ •ill he displawd. S<kct an item to t:tke std press the ® button. To acquire all items in 
the list press the @ button. Ashil')' ·s inl1'11ton cm on~ hold a limited numher of items. If Ashle, can hold no more ite111s, press the® 
button , second time to bring up the inrenton screen for the same iten1 ~JI' as•"-' selected in the ilem li~. Select any unneeded items 
and discard them (in the= of weapons, you ran also di=ble them to their rnmpouent pan,) to make room for the new items. 


Pres.I the O bunon to close this screen: am item, f('111~ning ,ill be discarded. 


Some Items \fbich Can Be Found In Jr.i Monde: 


\anw 
Curt'Root 
Cure Bulb 
\IWROOI 
Mlll.1Bulb 
Aroh1e'~N0$1.rum 


~JchemiSIS Reagt111 
\'~drisil'sTrm 
FmChonle 
Spiri10rison 
AngelicP:tr-Jn 
P= 
f)tol.lrjon 


EJJefl 
R('$1.oresabout5011P 
Rt':iloresaboutlOOIIP 
ResaortSabou125MP 
RestOl1'$.aOOu1SOMP. 
Rr.;toresaOOutlOOIIPilld\lP 
Rt':lloresabout 1) HP and RIS~ poin~. 
Rt'IIIOles P:1.r2h~ 


Rl'llk11t~ Poisoll. 
RMllOll"i\Umhflr&. 
Rrmon~Cun.t>. 
RefflO\ePar.th~.Pcm,on,;1.nd\urnhnt'iS. 
\hko .ill tnps in th.! cum11t lootinn ltmpo~ 
1isihlt, 


Ad,·ice from the \'KP 116 - Items ,i unl.nO\\'n u,e. 


If the pl:1)'1 acquires an item ,host 111< is uuknO\\'TI, chctk the Misc c~egory from the <ltemS> ,iudow. The n.ues of kl')s, si~ls, and ite,ns 
are displared here. ~though dt'SCnptions ,ill be pTOlided for""' the ~rangest-loo~ng item~ it is up to the plai·er to discmer their uses. 


WEAPON AND ARMOR IMPROVDIENT 
Weapons and am1or adapt to the "l they are used and the frequenC\ of us,ge. For tumple, if a ~.u1icular we-.pon is only used 10 att,rk Dr,gon- 
clais monster,, this weapon will adapt 10 deal trtrnendou.s damage to that ~JI' of monster. Cre.ne .i•apons spt'(ialls designed to fight each da.-. of 
monster I)) using a diff,·rent weapon against each mon~er npe. Similarly. am1or can b<,·ome stronger again~ certain monster ~]JCS and aturk 
1tropertics. \l'hcn an item's Damage Poin~ (DP) noch zero. that item •ill become si~1ifiranuy weaker. 


To check the progfl'S.S of weapons and annor, select the ,e-.pon or annor in the <Items> ,indo, and pres-s the @ button to bring up the stms displas. If the <lfeapoo St:tlus> and 
<,\rn1or St,tns> ilre turned on, the de,·elopment of \\'l'",ljlOllS and armor •ill appear on the screen during ~,ttlc,. 
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Disassembling Weapons aftd Shields 


To disas.semblc weapons and shiclds imo their component pans. select <Se!up> from the <items> menu, then select <llisa.ssrmbie>. Crl'ate new 
m pons and shiclt!s by combining the disassembled pan, or -hing tbt•m to other pans. Weapons and shidt!s can only he :=bled in .-ork;hops. 


ft1'1. select a weapon or shicld to disa.ssemble. The name and composition of e.ch pan ,iU be displ')ro; press the ® button 10 continue. 


i~Cll the rnn6rmation m<"'"!:f ~ 
select <lb> to complete dis:IS5C111bfy. 
• 
WORKSHOPS 


Sm~I faaorirs called ,ork;hops arr scattered throughout Lci Monde. \lithin these workshops. Ashl~ cao repair and a.ssemhle weapons. Dillerent 
workshops restria ti~ materials that can be used, so he\\'.m,. Open the <Items> menu and selet.1 < Se!up> 10 ,iew the ,ork..Jiop options. 


Repair 


S<lect <Repair> to n'Slorr the DP of ,,,pons, shiclds. and armor 10 their ma.omum mlurs. llo.erer. r,p-.ur, on~ affect item, made of materials 
supponed bl that workshop. 


S<l«:t <Repair> from the <S<tup> Menu and selet.1 <l'rs> to repair the DP of all applicable ,capons and annor at once. 


Assemble Weapons 
S<k<t <Assemble We.pons> from the <Setup> Menu. 


~e,1, select either blatk or grip to >il'II , Ii~ of all blades 
or grips in in>cnw~. If a gc'111 can he aturhed to the item, 
agemslo1willappt1r.After assembly,pressthe ® b11110n 
to finalize the process, or press the O bunon to cancel 
the proces,. 11,e process is complet.e when the weapon is 
assembled and, name for the we,poo has been entered. 


Combine 


Blades, shidtb. and armor c.111 be combined to cn,Me new items. 


1.S<lcrtabbde,ndyip. 
l. Oncta bt,de,ndgrip h,,,be,n 
sclrcted,decide,~ethcrio••ch 
aien,,"1tlcompk1e""'11bly. 


3. fJJl('T l name ro~ the assemhlt'd 


ll'2JIOTI to romp!Ne tht'proctt~ 


~dect <Combine> from thr <Setup> ~indow 10 1iC'\\ l':tch category. then select which t.tll1,f()ry from which to combinr items .. '«'u, seled t\lO 
m 1erials to combine. and the rrsuh of that combination ,ill he displa)ro. Sclct1 <Yes> to finalize the combination of these items. To redo the 
, m1binaL , ~,Jea <~o>, and to dismntinue combioation, select <Cancel ilJmbine>. 


Armor f, · ~[crent hodv pans can be combined, but the rrsulung am,or may he for a different body pan. Assembled .-capon pans and m1or that 


.lft' cur ., equipped can be combined but they ,ill be disassembled or unequipped if )UU do so. 
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BREAK ARTS 


TJP<' 
O,ggtt 
Sword 
Gre21S11ord 
A.xe&:Mxe 
Grr21Ale 
SUI! 


111.-iwMn 
Pulemn 


cros.~00\\ 
8:tf(' llands 


Nnme 
lnioleSiing 
Rending Galt 
Sundcr 
MilU'llFJ!g, 
Bwilz< 
Sirocco 
Bonoou,her 


Ru1rtJtiOO 
Bmm.tonellail 


LolusP.Jlm 


Effect 
Focusespowcra1the1ipoflhrblade,d<:>alingrnassh'edamageuponS1rikingtheenemy. 
L:mnchesa.sonicw·J\tloshredlheeoemytopifflS. 
tsu~of""'IY"""lhelifefrornlhem,my'sbody. 
thoruooolbbdeoflight~ashc,iruolhe"""'Y. 
,tbbiinglighl"""""lrornlhebllingbbdtoflhene. 
Soldsuparisingsbeetoflluneonimp,n 
Roos<sin-shocbm,s•crush"""' 
Focusespuref,ghungspiri1in1olhesptarl<,d.d"1ingd:lln:lge••h~nprnn1"'1lrJC)' 
Quairelsfillol,i1hhellfirepierrelhe0l<'ll1J. 
Fightingspiritsurround5thcfist,pummelinglheenemy. 


CHAIN ABILITI~ 


\(/It/(' 
llt.11,Shot 
Gamure 
Mind @ult 


G,jn ~'!" 
Tem(l<'r 
J'ar,h,tPul~ 
lumbingO,. 
Dulling lmplC'I 
Snlkr \- 


Effect 
.\ddse,1nd:lln:lge•ioo1a1t1C~ 
l""""'JoorllPbyaperttn"!'oflhed,m,g,de,lt. 
llolue1S"""'Y'S MP byaperttnugeof ilied,m,gede,lt. 
lnc=wurMP byaperttnug, ofth<d:lln:lgedeJIL 
lnc11.",bt'l,)OUr1~'s DPbyapercen1ageof1hedamagedealt. 
Mkh l1arah'\ISIOanrl. 
\dd,\umlmess10wck 
i\dd.-.Slov,1ua11xl 
\dd,Pui-.,n•anack 


DEFENSE ABILITI~ 


.Vame 


\l:'Jrd 
SiphonSool 
RcllooM,gic 
RclloolJam'!' 
lmp,aGtwd 
lindbre,k 
fireproof 
Temfanl 
Aqu,Wanl 
Shadow Guard 
DernonSC21r 


FJfo:t 
CountersPml1\JS. 
Percentage or dK' MP u.sed Ii)· enemies during attacks L~ added 10 your own MP. flfecihe again.q magical attacks. 
Rclloos,perr011:rg<ol damage backa1ilie"""'Y.llotsnoirtducelhed,m,ge)1)U"-'<tiw.l:l!ec1iw,g,inllm,gic,l•11acks. 
Rclloosapert<nuge oldamage back•lheeoony.Dots n•rtdoo,lhed,mag,1oorffli".1:l!oon,,g,inllnon·m,gicalanacks. 
Reduas, pero,l"!' of the damage-td from pb),;c,J wcks. 
Raiuc,saperttnugeoflhedamage-tdfrornairatllci<; 
Raioc,s1perttnug,oflhedamage-edfrorn6reatllcl<; 
Reduces1perttnug,oflhed,m,ge-"1fromeorthatllcl<; 
Reducesapercentageoftbedamagereceh'OOfrom1'.llerattacki 
Reduces a Jlt'f(entage of the damage recciwd from light ~IIJCIG. 
Ra!uces, percen,age of 11< d,m,ge re,ct,ed from dark ,i11d•. 


Trp, 


l'arlock 


(Anack) 


Shaman 


SolidSlock 
Ugh1ningllol1 
nreb,JI 
\'ulc,n llnre 
Aq,1Bb< 
SiirilSurgt 
D"1<°"11 


(Rec~·ery) 
lleal 


Sorcerer 


K~oralioo 
Anlidole 
Bkssing 


lud) 
lltruits 


F.nchanler 
(.\lliniey) 


Special 


Faligh1m 


ln1igo111e 
Prosusia 
Silooc, 
FiUle 
Lnlocl 
FJJrekl 


Allll!sis 


Luflt'Usion 
Spl!Kfwiion 
s.;1r, 
frost F oo 


l 
(S.e Puins) 


/Jfed 


Ph)'Ska!J1uckspcll. ln1cnseshocl'\\i11l'Spound opponcnli 
Air-based attack spell. Ligh1ning 31'!1)\\"S gilt enemi<'s an~· shock. 
flre-basol•iad<spcll.S<aringb,llsofHameass,uJ11he131Jl'1. 
l'rl-basolwckspcll. Rlzor-slwpiulc,nicddJris rains do" upon lhe"'!'l 
~alCl-losed atuckspcll. 1,-cnldass:iul•-ies• .. ~spe,d. 
Ugfu•iad<spcll.Siiri•olligltlanack"""1ies 
Darkwck~.Tonnentsenemics1ithabtl/'$1olpain. 


Restores llP10the•'!'l ll1.1ad,m,gingdfooon1heumd. 
R-es Paralysisfromlheo,io, lhanksw1h<pro1-o(lhe.,,god, \""". 
R-esPoisonlrorn lhewg<\iliankslOlhe protecliontxlhe se:agod,Omhtus. 
Renl<>esCut>tlrornlhe11rgr1.liunks10lhe prot00ionollhe iol,godd<ss.,\tlDr. 


Temponri~"°""'f111'1'sSTK. 
Ttntponrily""""5f11!'1'Sln 
Temporari~1incrt2SCS1ar,t'sAGL. 


-~:,.~~ .. =- 
..-r,1!:: • 
.• 
'l. 
A 
_,.,.._ •• , 
.. _ 
....... , 
""'"" .. 
.... _ 


it' .... to,.,,--· 
.~, .. - 
'4 11r ... _, 


a. . .. .. .. 


;~::~:: ~~·:-... ~'.~:·· 1,,.,,. 


Tonponrik·inc"'5<Slhel'ifl'<11'messoflhef11!'1's•·eaponsand31111-0f.11,,lnc 
isfll'IIOl1ional10lheU'!"'sskillk,~. 


Temponri\·di~bles1argt1'sabili~10use m,gic. 
f(.fflprJrni~· fn.tzts all dotxNones in their current loation. 
Unlocksch«bmddoolS. Tbisspclloine!edi,,,g,inlllocks,e,Jed~ puuiesnrb:urio,. 
'°''"'"'ps,milinglhem,isibltlor,limiledime.Thospdlool)al"oo,lleloal111t 
An31i"'"'Jl'1's,'1ri .. st1S,sudtasl1Pand MP.F.nonits,ithlo,·IIP"' """"wf)1t. 


TemprJlilri~·r:aisesv,eaprJn'sair:tffini~: 
lffllpor:ui~ raises11eaprJn's6reaffinil): 
Temporui~·~,~·semhaffini~. 
Temporari~nises1't'2pOll"s111eraffin~·- 


Mn>tin-sf)bet>ffllurclesofM,gic 
Dispb),,101ororc1eslbat.UO.ldepon,tioo.Selooade,tin,tion,and Wue)•iU-lfybe1nnljlO<ledlhere. 


DEMO DISC INSTRUCTIONS 


SQUARESOFI' ® 2000 Collector's CD vol.I 


Included with Vagt.mt Story™ is SQUARESOI-Ts 2000 Collector's CD vol. I , which offers a sneak preview of upcoming ru1d recently 
released SQUARESOn games and a chance to play demo \'Crsions of Chocobo Racing™, Front Mi~ion 3™, and Threads of Fa1el'III. 


Set up your PlaySc.ation• game console according to the instrnctions in its instrnction manual. Make sure the power is off before inserting 
or removing a compact disc. Insert the Collector's CD disc and close the disc cover. tnscrt a controller and tum on the PlayStation game 
console. The Collector's CO will begin al the Main Menu. Use the directional buttons to select one of the titles to preview and press the 
O button. After viewing a demo or prl'Y .. ing the ~TART button during a Preview Movie, the game will return to the Main Menu. This screen 
can also be accessed at :my time h) ,11nult:111eously pressing the START, SF.1.ECT, LI , L2, RI , :md R2 buuom;. 


The following previews arc offm·d on the Collector's CD: 
Chocobo Racingn1 - lntcract1\t Pla),1hle Demo- see next page for demo play instructions 
Chocobo's Dungeon™ 2 - Pi·c,1 ·w Movie 
SaGa FrontierT)t 2 - Prcvic" Mo,·lc 
Chrono Cross,,. - PrC\iC\, Mo,1e 
Threads of FateT)I - lntcrac1i, Playable Demo- see ne.,1 page for demo play instructions 


Legend of Mana™ - PrC\'iC\V MO\-IC 
front Mission 3T)t - Lntcractlv Pl:1rahlr Oemo - see next page for demo play instructions. 


Note: Game dat~t from lntcr.ictive Plar:ahlc Demos c~mnot be saved onto a MEMORY C'ARD. 


Basic Controls - Titrcads of Fate"' 
To start the game, press the START button at the TI~e Screen. 


direcliona1 buuons/ 
Mo,e character, select monster (for Rue), select magic (for Mjnt), move cursor 


left stick 


O button 
Exccut 
ommand, talk, look, petfonn nonna1 attacks 


@ buuon 
Jump, cancel 


® button 
Open the Tnm,fomiation Menu ([or Rue), Open the Magic Menu (for Mint) 


e button 
Perfonn nonnal attack (for Rue), perfonn monster's special attack (for Rue), perfonn magic attack (for Mint) 


~iART button 
Display the Menu Screen 


SELECT button 
Not used 


LI I RI button 
Not used 


L2 / R2 button 
Not used 


24 


11:t~ic Controls - Front Mission 3"' 
lo start the gmne, press the ~iART button at the Tiiie Screen. 


dlrcclional buttons/ Move cursor 
left stick 


O button 
E..xccutc command, scroll messages 


® button 
Cancel, return to previous menu 


@ button 
Change weapon 


e button 
Display accuracy of enemy's counterattack 


START buuon 
Open the System Window during batt1e, ch:mgc g:unc configuration, check conditions, advance cinemas 


SELECT buuon 
Confinn the location of hidden units on the Str:ucgic Map 


LI I RI button 
Rotate perspective during battle 


1.2 / R2 buuon 
Switc~ l~twecn a11ics that can take at.tion during Player's Phase, switch between targets when muJtiple enemies 
are Wlthm attack range 


Basic Controls - Chocobo Racing"" 
To start ~,c game, press the ~iART button at the Title Screen. 


directional buttons/ Tum left or right 
lefi stick• 


Obutton 
Bmkc 


® button 
Not usc'1 


~ button 
Accelerate 


e buuon 
Reverse 


START button 
Pause game 


SELEti' button 
Return to the Main Menu 


I.I button 
Use Special Ability (Dash) 


L2 button 
Not used 


RI button 
Use Magic Stones 


R2 button 
Not usc'1 


'The lefi stick of the DUAl.SIIOCK"' :u1alog controller can only be used when the LED light is on. 
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CReJJIT,S 


SQU.IIE CO, DD. 


Em.'Uti\l' Prodocm 
ltirooobuSaloguchi,TOfflO!UkiTal<echi, 
SQU.IIE SOI'!. l~C. 


llisoslliSomki 
loolo,ittHISal! 


Prodocol&IJill'1edbr 
Y,sunti-oo 
llliM 


An IJimlioo & ilw:<t<r Mooe Suprnilor 
tlimihi Minaga;. 
MSOCiattProdu{l'I' 


-Design&BxkgroundSupenisor 
.\lil1Lololl111h 
loolmaMlo'!f, 


IIKlgroondSuprnisor 
\lno<b1~1111d, 
Qu,l~\ssUtJOCeSal! 
l!ai!Joondere.tos 
hlki~ll'IOl.ll'.,~nariJlinl1. 
QIM""!"' 
U..kollo1111t', TakafumiHori, 
Ltolwh~ 
T\Qlomu\louri,lliro"tllkiS:too. 
\ssilllotind.wl)~ 
~11l\htkt. TaroYamashn, 
AIW)SIS 


f•u,itleruSupen;,or 
J1ro\11fune 


\isu,(tlf<dsf,i,- 
\1mkolkt'da 


ilwxttr Moltl fmto, 
Tumnnufojino. 6ichiroN~. 
Q.llran.••ors 


f'>ll\u.JU\:lllliJii 
l<dmic,I~ 


tlm1ntr Motion Cn..11or; 
1"'1htdtllmo.T,d,shi:;oc,da. 
u,,llokoT.....,i.TsowroYo,lti<h 
SQUAil WCIIO'llC .\ITS LLt 
Mon"'°!J'mmer 
T».u\lilr: 
S<niorllt:Oomtr!mictM,n,ger 
Prognmmm 
\1N11lt 
"'1i.s.toshi~ 
\ssistullill:OomtrStniCf II"'!" 


lO\lul'll n rsuchidi. Tadashilsushima, 
CustomerSmlcrltol 


Wmo\ 
211rhi,M.i1SUO lOlhiokl 
CuslomerSupportReprcsent:uin~ 


PbnOffi 
Jun \~ .ma, K.uuhitoMa!-him, 
Talu)1 l\1 Suguro, llidehi10Tanha, 
TJ.J\'.t.\tle 
PuhlicRelmons.,tvenisMwger 


SuundCnml 
SQ!'\RESOO\l!iCO .. UD. 
A.1.m<PulliclltblionsMan,g,r 


Masic&OriiimlStmbt 
lli10Shi£lkimoto 
lltbiDeo.s ll!wlopmmt Man,ger 


SoundProit- 
MiooruAk2o 
Prod,nCoordiaaUtr 
:.itsCooldimlor 
Soundf.ditor&~ 
TumohiroYajintl 
MofiaPl,nn,r 


!i<istantSoundFJ!ior 
lun\:iJ..arnura 
lm!Mel'lanner 


looli1'11000eparune,, 
ProdunAssocialei 


GotmlM-r 
~JII Jffll~hita 
ProduaAdministr211\tMSisunl 
MirketinttAi~lQII 
IJ,pu~Geoer2!Manag,r 
\kinU.Jiiw~ 
A.lsisunt Product Man'l(1 
l)irrnor 
~kollu 
Mark<tingMan,ger 


,~I 
Yoslt~lamamoto 
\'iceOuirman 


Tnn,l,toi, 
""°"" 0. Smi~. \m1nda)uo w,r,da 
i'lt!idett 


CGMO'lie 
SQl.'.\11£ lllL\l {ORIS CO., UD. 


Quali~· \.~nnce 
SQl\Rl7.CO .. LTil. 
~u,lll<ogD 


Specia!Tb,nloto 
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Rich,rd!mto,er,8rian&ll 
AkiKoru 
\'uUIJSaoo 


)""""'°l'Uti,ms 
-~8.llhool<s 
!4olwrun<dl.ClriiJ11 
Kdfyilluo,M,!he,·QitJwlFlloo. 
Michad.lhnfJickson.Jrlfww, 
Ju<bhMtbltt,)3111eS).Kobles 
Krnji'ubmun..Rintarorosltida 
llto110tle>lc 


Kid Tbomp,on 
fenundo-tc 
!bincllcl.oon 
(.arolill(' Liu, P21nek Cer\1J1les, John Mon1~. 
J-IJilon,rdo,MarkAhm.MarkAcero. 
Al:tollcgumon.Ryan~ley 
li.'i:IM.Ahem 
franrir.e[)t>\lott 
tl:lioelJilono 
Rohr,,.. i1en lltny 
StanMontgom,!y 
lvoko\mia.,ltita 
l<iko uto 


Aod)·llsu, '""'Sam 
Mari!W1ill,,,, 
~kaMJruj, 
.\ndJt>wShiozaki 
ilenjil!illun 
Yo,libiroMJruj,ma 
Juohr.lsai 


lkrilleGroup, loc. 


Bttline Group, loc.. Rrad)GIMIB, 
CHU. PR, Th, Ktfl•ood Group. 
Saa1chi&Sa:11ehilmAn!;flf':i. 
\'irtuallnterAaiw, lnc. 


LIMJTeJJ WRRRlINTY/GlIMG TIJ),S 


r I period of ninety (90) days from lhe date of purchase, Square Eleclronic Arts L.L.C. (SQEA) warranls lo the original purchaser of lhis SQEA 


tohw re product that the medium on which this computer program is recorded is free from defects in materials and workmanship. SOEA agrees 
lor I period of ninety (90) days from the dale of purchase, to erther repair or replace, al ilS oplion, free of charge, any SQEA software produCI 
II\ t does not meet the above warranty, postage paid, with proof of purchase. This warranty is not applicable to normal wear and tear. This 
w1rron1y shall nol be applicable and shall be void if the defecl in the SQEA software product has arisen through abuse, unreasonable use. 
mistreatment or neglect. 


LIMITATIONS - The above warranty is in lieu of all other warranties, and no other representations or claims of any nature shall be binding on or 
obligale SQEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WAR_RANTIES OF MERCHANTABILITY, 
COURSE OF DEALING IN TRADE AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL SQEA BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THIS SQEA SOFTWARE PRODUCT. Some slates do nol allow limitalions as to how long an implied 
warranty lasts and/or exclusions or limitations of incidental or consequential damages so the above limitations and/or exclusions of liability may 
not apply to you. This warranty gives you specific rights, and you may also have other rights that vary from state to state. 


NOTICE - This manual and the software described in this manual are copyrighted. AU rights in the manual and the software are reserved. No part 
of this manual or the described software may be copied, reproduced, translated, or reduced to any electronic medium or machine-readable form 
without the prior written consent of SOEA. The described software may not be reversed engineered, decompiled or otherwise disassembled. 


RETURNS WITHIN 90 DAY WARRANTY PERIOD - To replace defective media within lhe 90-day warranty period, send the defective media, a 
copy of the original sales receipt, a return address, and a small note describing the difficulties you are experiencing to Electronic Arts Customer 
Warranty, P.O. Box 9025, Redwood City, CA 94065-9025. If you have warranty questions, you can also conlacl Customer Warranty al 
(650) 628-1900. fax (650) 628·5999. Hours of operalion: Monday - Friday, B:30am -11:45am and l pm - 4:30pm, Pacific Slandard Time. 


RETURNS AFTER WARRANTY - To replace defeClive media after the ninety (90) day warranty period has expired, send the original CD to the 
Electronic Arts' address above. Enclose a statement of the defect, your name, your return address, and a check or money order for $15. 


REPLACEMENT MEDIA - The above provisions apply to any replacemenl media or software provided by SQEA hereunder, including the above 
warranties and limitations. 


TECHNICAL SUPPORT- For lechnical support questions, you can call (714) 428-0599. Represenlalives are available Monday-Friday 8am - 5pm, 
Pacific Standard Time. 


SQUARESOFT GAME TIPS 
Game Tips are available for all SQUARESOFT PlayStation" game console lilies: 


U.S.: 
1-900-407-KLUE (1 -900-407-5583) $.95/min. Automated Tips, $1.25/min. Live Assistance. 


Canada: 1-900-451 -KLUE (1-900-451-5583) $1.50/min. Automated Tips only. 


Prices subject to change. Callers under 18 years of age must obtain permission from a parent or guardian before calling. 
Game tips are available for callers within the U.S. and Canada only. Touch-tone phone required. Live assistance is available 
for SQUARESOFT lilies published on the PlayStation game console only. Game counselors are available Monday-Friday, 
Sam - 5pm, Pacific Standard Time. Automated support is available 24 hours a day, 7 days a week. 


SOUARESOFT Online 
Shop online or regisler for upcoming sweepstakes, prizes. and more at www.squaresott.com! 


Square Electronic Arts L.L.C. - 949 South Coast Drive #200, Costa Mesa. CA 92626 
© 1999, 2000 Square Co .• Ltd. All rights reserved. SOUASE SOFT and the 
SOUARESOFr logos are registered trademarks of Square Co .• Ltd. Legend ol Mana. 
Chrono Cross. and Threads of Fate are trademarks ol Square Co., ltd. 


www.squaresott.com 
Published by Square Electronic Arts l.l.C. 


licensed by Sony Computer Entertainment America for use wilh the PlayStation game console. PlayStation and the PlayStation logos are 
registered trademarks of Sony Computer Entertainment Inc. The ratings Icon Is a trademark of the Interactive Digital Sottware Association. 
Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH P\.AYSTAT10N GAME CONSOLES WITH THE NTSC U/C 
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